Slayer Gaming Presents 


FIRESTORM 2015 
Tournament Pack 


Slayer Gaming 9" and 10" May 2015 


“Admiral we have sustained critical damage to life support 
systems, we cannot continue” said Chief Engineer Halsom. “We 
must, for Terra, we cannot falter now. Route all that we can to 

life support and take down shields, we need all weapons to port. 
GIVE THEM A BROADSIDE!” 


Date and Location: 


99 and 109 May 2015 at Slayer Gaming in Mansfield, 
Nottinghamshire. 


Slayer Gaming 

Unit 41-42, Block 7 

Old Mill Lane Industrial Estate 
Mansfield 
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TICKETS 


One ticket is reguire per person to play the tournament. Book early to 
guarantee your space. There are 16 places so far with more if needed. 
Tickets are 


Payment can be made via phone or PayPal. Please make sure to reference 
PayPal with your name and fleet. Payments can be made to slayer- 


gaming@outlook.com 
PRIZES 


There will be prizes as follows: 

1" Prize - £25 Store Credit 

2™ Prize - £15 Store Credit 

3 Prize - £10 Store Credit 

Best Painted Fleet - £15.00 Store Credit 


Wooden Spoon Award - A SPOON, and infamy! 


ITEMS YOU SHOULD PROVIDE 


In addition to your fleet and two copies of your fleet list you should bring 
Dice, tape measure, all relevant tokens (damage, hull points etc), 
turning templates, battle log counter, pencil and pad. 

A tray is highly recommended for moving fleets between tables. 
Firestorm Rulebook and Fleet Guide (PDF is accepted too) 


BUILDING YOUR FLEET 

You will require ONE 800pt Patrol Fleet. The fleet is built using the fleet 
construction rules found in the Firestorm Armada rulebook. Provide TWO 
army lists on the day. 


GAME TIMES & ITINERY 


The tournament will take place over two days and 5 games and will 
STRICTLY adhere to the following schedule: 


SATURDAY 
09:00-09:30 Event Registration 
09:30-12:00 Game 1 
12:00-12:30 Dinner 
12:45-15:15 Game 2 
15:30-18:00 Game 3 
18:00 + Pub, Free Time etc 
SUNDAY 
10:00 Day 2 Arrival 
10:30-13:00 Game 4 
13:00-14:00 Dinner 
14:15-16:45 Game 5 
17:00-18:00 Prizes and Winners! 


This allows 2 hours 30mins per game which includes set up time. 


MISSIONS 


The tournament will use Missions 1, 2, 3 from the book and 2 custom 
missions. The order will be announced on the day. 


"Please note - custom Missions are subject to small changes. 


Custom Mission 1 - Seize the Assets 


Overview 
A vital haulage mission has been sabotaged by pirates. Vital components to a new 
Battleship now float astray in space. You need to recover them Admiral. 


Terrain 

The boards are all pre set and have no special requirements. There are SIX objectives on 
the board. Roll for initiative and whoever wins gets to place the first objective. These 
cannot be within 12” of each other nor 6” of any board edge. 


Deployment 
Your Tier 3s start on the board. Tier 2s and 1s are all in RESERVE. Tier 2s enter on Turn 2 


and Tier 1s enter on Turn 3 from your OWN board edge. This does NOT require a 
Command Check. The standard methods of choosing who to go first applies as usual. 
Shunting is NOT allowed. 


Scenario Rules 

To capture an objective you must have a MODEL within 3” and no enemy MODELS within 
8”. Roll a D6 to see if you have recovered any assets of value. If you equal the result 
needed you have successfully recovered the objective and score the relevant Battle log 
points and then it is no longer in play. 


Turn 1: 6+ = 3 Battle Log 
Turn 2: 5+ = 3 Battle Log 
Turn 3: 5+ = 2 Battle Log 
Turn 4: 4+ = 2 Battle Log 
Turn 5: 3+ = 1 Battle Log 
Turn 6: 3+ = 1 Battle Log 


Victory Conditions 
During the END PHASE of a Turn, if a Commander has 4 or more Objectives the game 


ends. Determine the Battle Logs to determine margin of victory. 


Game Length 
The game ENDS during the END PHASE of Turn 6. There are no additional turns. 


DEPLOYMENT ZONES = BOARDER CLASH 


Custom Mission 2 - Take the Bait! 


Overview 

An age old tactic used in all forms of warfare. Will the enemy take the bait and spring 
the trap? A successful flank attack could cripple the enemies fleet...what are you 
waiting for Commander!? 


Determine Attacker/Defender 
Take an initiative test. The winner can decide wether to be the attacker or defender. 


Terrain 
The boards are all pre set and have no special requirements. 


Deployment 
The Attacker decides which edge of the board will form their deployment zone. All Tier 


1s from the attackers fleet MUST be deployed FIRST. They are deployed at a FULL STOP 
with MAIN DRIVE FAILURE. All other tiers are kept in RESERVE. They enter from the 
attackers “reserve edge” as marked on the map. They may enter from turn 2 onwards 
with NO roll required (A Command check is still required though). The attacker springs 
the trap when they believe the time is right. The Defender then deploys ALL of their 
forces on the board. Tier 3s MUST be deployed in Defenders Deployment Zone B. No 
other Tier may use this zone for deployment. The rest are deploymed in Zone A. 


Scenario Rules 

During the END Phase of each turn, the Defender increases their battle log by 1 for each 
Tier 3 entirely within the Attackers deployment zone, by 2 for each Tier 2 and by 3 for 
Tier 1. 


Victory Conditions 
During the END phase of a turn, if the defender has all of their squadrons within the 


Attackers deployment zone and no Attackers within in the deployment zone the game 
ends. Use the Battle log to measure the margain of victory. 


Game Length 
During the END Phase of Turn 6, the Commander first in order of initiative should roll a 


D6. On a 1,2,3 the game ends. On a 4+ the game carries on. Roll again during the next 
end phase but subtract 1 from the result. The game automatically ends on Turn 9. 


Attackers Reserve Edge 
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Defenders Deployment Zone B 


Defenders Deployment Zone A 


Attackers Reserve Edge 


